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StfFTf INFORMATION 

. asra-nage ~ cecc e may experience 

*rr eccsec:: :erta'r. .isual images, 
HjJJWwciiinc fasr tc arcs _: r carte rrts that may 

E ~ n oeopie who have no 
v stzlts ic ecs. *^ay have an undiag- 
HJ>*® - tsl Z5T za~x these photosensitive 

HPv' sea-ires *r, ~ i-^atcr ng video games. 

■feKs" cires ~a. -a.e a variety of symptoms 
xireeoecress a rered vision, eye or 
: a ing of arms or legs, 
P""*? —!!- ; • canfcston or momentary loss of 
Seizures -a., also cause loss of con- 
■ttrisr : “mu*. sons that can lead to injury 
■ or striking nearby objects. 
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Immediately stop playing and consult a doctor if 
you experience any of these symptoms. Parents 
should watch for or ask their children 
about the abovesymptoms. Children and teen¬ 
agers are more likely than adults to experience 
these seizures. 

The risk of photosensitive epileptic seizures may 
be reduced by sitting farther from the television 
screen, using a smaller television screen, playing 
in a well-lit room, and not playing when you are 
drowsy or fatigued. 

If you or any of your relatives have a history of 
seizures or epilepsy, consult a doctor before playing. 


SUPPORT 

- ail important specification 
jpirTcco- ::~-puter (see below) as well 

eta~ description (when, how and where the 
■inr :cc-~r*r what exactly were you doing), 
i ftnure ccnaci'c :ur technical support. This 
*B*a*t=*es mat .ve can help you in a fast and 


Mease provide us with the following 
information: 

Rrsxa detail 


• £-~a address 


If }Zkj aT contacting us from outside of 
an> please provide us with 
■fomiahon on your location and the language 
ve-'s'cr of the program you are using. 


Car-outer details: 

• I :r-outer make and model 

• 'Endows version 

• Speed and manufacturer of the processor 

• Speed and manufacturer of the CD ROM drive 

• Total System RAM 

• ■ reo card make and model 

• S ound card make and model 

• Mouse and driver information as well as 
information on any further peripherals 
(e.g. joysticks) 


In order to get this information, please go to "Run 11 
in your Windows-start-menu and type "clxdiag" in 
the command line before confirming it by pressing 
the Enter key. Now the DirectX diagnostic program 
will start. It mainly shows all the relevant driver 
files of your system components. In order to receive 
a text file of this information, simply click the but¬ 
ton "Save All Information". You can then place a 
text file with all the relevant data on your hard 
drive in order to send it via e-mail or keep it for 
future reference. 


Contacts: 

You can find our online support form on 

WWW.PANZERS.COM 

Please do not direct support requests to our 
company address or phone number as staff 
cannot answer any technical questions. 


More Information and Updates: 


WWW.PANZERS.COM 
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NSTALLATION AND SYSTEM 
REQUIREMENTS 


PMM MI 


: 'sv. zers insert the game CD into your CD-ROM drive. Setup should automatically 
eg r ♦ only need to follow the instructions. ■ 

' se-_c ::es not begin automatically upon inserting the Panzers CD in your unit, please pro- 
seo as *; : as: 

Cn your Startup menu, click Run... 

ype D:\Setup.exe (where D is the default letter for your 
CD-ROM drive, please change it if necessary). 

3. Click Accept. 

: : - tre onscreen instructions to install the game and play Panzers. 

-yjy — nation process, you'll be asked if you wish to install GameSpy (for multiplayer 
i~*€S via the Internet). Answer YES to install GameSpy on your computer and follow the 
career instructions. 
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PHASE ONE 


INTRODUCTION 


lodename: Panzers is a military strategy game based on WWII events. 

~he game includes three campaigns, one for each side fighting the war: Germany, the 
Soviet Union and the Anglo-American allies. Each campaign is divided into a number :* 
missions. The German campaign includes operations conducted by the German forces 
ouring the initial stages of the war: the 1939 Polish invasion, operations against 
’iorthern France, the summer 1941 invasion of the Soviet Union, the Moscow offensive 
o the autumn of 1941 and the siege of Stalingrad in 1942. 

T he Allied campaign starts with the landing in Normandy and ends with the occupa: 
of the Eagle's Nest. It also includes destroying a V2-rocket base, playing the famous 
Operation Market Garden and The Battle of the Bulge. 

The game's events unveil from one mission to another in historical sequence. Each 
mission includes one or several objectives which must be completed. There are supp¬ 
lementary (optional) missions also which allow the player to gain experience points a-: 
additional income. Area maps and positions of troops in main missions are very clcse :c 
real historical events. 


ystem Requirements 


linimum 

Processor: 

RAM: 

Videocard: 

Sound card: 
CD-ROM: 

OS: 

Hard Drive Space: 
DirectX Version: 

-commended 

Processor: 

RAM: 

Yideocard: 

Soundcard: 

CD-ROM: 

-OS: 

Hard Drive Space: 
Ci'-ectX Version: 


Pentium 4, 1.3 GHz 
256 MB 

DirectX-compatible graphics card, T&L capable, 
64 MB RAM 
DirectX-compatible 
8x or better 

Windows® 98/ME/2000/XP 
3 GB 

DirectX 9.0b (included on disc) 


Pentium 4, 2.0 GHz 
512 MB 

DirectX-compatible graphics card, T&L capable, 
128 MB RAM 
DirectXcompatible 
8x or better 

Windows® 98/ME/2000/XP 
3 GB 

DirectX 9.0b (included on disc) 


You will play the role of commander of a small military formation; your task is to 
accomplish all missions successfully and ultimately complete all campaigns. Your forma¬ 
tion includes various forces - artillery, armored troops, infantry, support and supplies 
units; you'll be able to call for air support. At the beginning of each mission you'! be 
given specific objective(s). Usually these will include attacking enemy positions, captur¬ 
ing strategic objects (towns, bridges and railway stations), defeating enemy forces and 
capturing bases; defensive operations' objectives include holding fortified positions 
under strikes by superior enemy forces. You'll be able to give individual orders to any 
combat unit under your command, or put several combat units together into a group and 
manage it as a single entity. The mission is considered successful when all mission objec¬ 
tives are accomplished; if all your forces have been defeated or you failed to achieve the 
objectives essential to the mission scenario, the mission is considered failed. 








Heroes 



I 

Bezoes i 

HEROES 


Hans von Grobel 

Hans von Grobel was born on May 10, 1910 in Leipzig, Germany. 

Following in the footsteps of his father, he decided to pursue a career in 
the military. He was admitted to the Reichswehr after having passing 
the difficult entrance examinations. His classmates got to know him 
as an honest, thoughtful, and determined young man who was born to 
lead others. 

In the years that followed, education and harsh physical training 
strengthened his character. In 1933, he passed his final examinations 
and became a lieutenant in the German army. His colleagues liked and 
respected him, as did the soldiers under his command. 

Hans was satisfied with his position because soldiers of the Wehrmacht 
were getting new vehicles, new equipment, higher pay, and - most 
importantly - more respect. 

He unsuspectingly believed in a government that ended the economic 
crisis and reintroduced prosperity to his country. He couldn't know that 
due to that very same government the whole country was going to lie in 
ruins in just a few years 7 time. 

Jeffrey S. Wilson 

Jeffrey Samuel Wilson was born on May 5, 

191C n West Memphis, Tennessee. As a young 
:c.. he earned the harsh realities of a farmer's 
son s *e: only hard work in the fields and no 
* for hobbies. 

S: when he turned 14, he decided to join the 
army not only to escape the dull everyday rou¬ 
tine ocs the farm but also to see the world as a 
» - er Wilson had always been a patriot and 
iiiea to : sten to his grandfather's lectures 
= the history of America. His grandfather 
a s: told him what it means to be a real 
-'"rr'can: to be proud of one's own country, to 
« the concept of justice and to defend 
oeace: 

- s za^eer in the army was toilsome but progressed steadily; after all, he never had an * 
ras.. *e, so why should it be different in the army? Still, in the army he was not only 
accepted but garnered a great deal of respect. He's a great example for his subordinates 
an acknowledged leader amongst the other officers. 

His distinctive trademark is his particular liking for Cuban cigars. You would never see 
tem hatching ingenious war strategies during the great battles without one of his 
:e ; : ved cigars in a corner of his mouth. 
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Aleksandr Vladimiriov 

Aleksandr Vladimiriov was born on the 28th of December in 1911 on a srra 
farm outside the village of Dmitrov. His mother and father were simple farmer 
though his father was of noble lineage. While attending primary school, Aleksei 
dreamt of becoming the driver of the village's sole tractor. 

When he was enlisted in a barracks of Moscow, a new world unfolded be f :^ 
him. After dull village life he experienced countless novelties in the cap :a 
city of the Soviet Union. The well-built and cheerful young man easily maoe 
friends and never declined a small glass of vodka when offered to him by 
his comrades. Not even harsh military training could dampen his spirits; h s 
laugh was often heard above those of his mates. He excelled in bravery as .ve 
Once on the training ground, he seized upon a badly thrown grenade, picked : 
up and threw it away, saving the life of five men without concern for his cwr. 
This deed attracted the attention of his superiors and started the upward 
trajectory of his career. He was promoted to efreitor (corporal) then 
-ose through the ranks of "mladshiy serzhant", "serzhant", "starhiy serzhant, “stars- ^3 
mladshiy lieutenant". 

in a few years time he advanced to the rank of lieutenant and was charged with com¬ 
manding an armor company. He was admired and highly respected by his men. As a 
child he dreamed of driving a tractor but when the war started he commanded a 
whole company of tanks. 


Michelle 


When the dogs of war broke free, Michelle was 24. A beautiful woman 
with wavy brown hair, liquid brown eyes and most attractive body, she 
always fascinated men with her appearance. This seductive feminine 
body hid an iron will and an unalterable sense of justice. She decided 
to join the French Resistance, to actively support the war against those 
for whom human life and values had absolutely no meaning. 


James Barnes 

James Barnes was born on January 8, 1908 in Guildford, 
south of London. He came from a rather rich family and 
received private lessons by some of the most 
respectable teachers from all over the country. He 
^ enjoyed a sheltered childhood and was taught to behave 

as a proper gentleman: polite, respectful and always maintaining one's compos^''- 
Later on, his parents sent him to a military academy so he would also learn the v rtues 
of discipline. Here, he had to get accustomed to rather harsh and sometimes rough 3 
ners. But he always kept to his polite ways and was thus given the nickname The 
Gentleman". 

Throughout the years he gained more and more respect and acknowledgement from - s 
fellow soldiers and decided to stay in the army and take up a military carrier. 

Between battles he enjoys a nice cup of tea and civilized conversations about pc. . 
and business - preferably with his American friend, Jeffrey S. Wilson. 
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- ck to continue the game from where you last left it off. You'll be able to load 
3 -, saved game you've got, be it from campaign or from a skirmish. Select it from the 
s: and click LOAD. You may erase your unwanted gamesby clicking DELETE. 


Multiplayer 

mportant aspect of the Panzers experience is the possibility of playing against 
human opponents; either over the Internet or, if you are lucky enough to have one, a 
::a area network (LAN). To play a LAN game, you'll need TCP/IP network protocol 
js:= ied. The multiplayer game supports up to 8 players on one map, in 2 teams, 
ra:- team consists of maximum 4 members. Enter your user name before starting a 
.player game. 


MAIN MENU 


New Game 


_ r •" - • •• n Menu, click on New Game to get to the new game menu. There you can 

- — ^ 5 f ew campaign, load an existing scenario or start a skirmish game. 

-j campaign play your goal is to accomplish missions connected to a storyline. You 
successfully accomplish each mission to move along to the next one. Select one of 
trree heroes, Hans von Grobel, Aleksander Vladimirov or Jeffrey S. Wilson to start 

- Russian or Allied campaign. 

- c.<c the Scenario option in the New Game menu to select and load one of the 
pre-designed maps. 

- sk rm sh is a battle against the computer without having to complete objectives 
as those in the campaign missions. 


Load Game 


take you to the main menu, where you can start either a new game or 
:5: 3 cus| y game, start a multiplayer game, launch the tutorial, change 
:ct : . ew the credits or exit the game. 
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LAN 


Select LAN if you wish to host a 
or join a game on a local area net*: 'x. 
All the running games are disp a*ec ' 
the main window, to join an alream- 
existing game, select it from the games 
list and click Join. To start a ne.v 
game, select "Create game arc 
a name for your game. 


I n the Multiplayer screen you can 
select a type and you can adjust 
settings for your new game. 

Basically there are two main game set- 
: ngs, Multiplayer and Cooperative. 

The Cooperative game is a game for 2 
players, where all the mission objectives 
must be achieved fighting as a team. 


In a Multiplayer game 8 players can choose from one of the three available game t.res 
Team Match, Domination and Assault. In a Team Match game, the player cannot 
recruit units during the game, additional units can be recruited later on if enough pres¬ 
tige points are earned. In a Domination game, the enemy facilities can be capture : 
units can be-trained during the game. In Assault mode one "aggressive" team has to 
capture a designated enemy objective, while the "defensive" team strives to hoic posi¬ 
tion and to anihilate the incoming forces. By selecting Early Game Age, mostly infantry 
and light armored units can be purchased for a start, the available prestige limit s :•*. 
If you wish to start with heavy tanks and weaponry you should select Late Game Age. 

After completing the game settings, and choosing the Prestige limit, game type and 
game age you must lock the settings to allow players to recruit their units 
(see Headquarters screen in section "Getting Started"). When everyone is done arc 
confirmed it by selecting "I'm ready" tab, you can launch the game. 
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I Multiplayer Game Modes 

| Team Deathmatch 

I it' *-* 2 ' . ctory in a battle with up to 7 other computer and/or human opponents. 

| on your own hand-picked soldiers. Use the gear and units you were sent, 

t ^13.:: . ou are not going to get any reinforcements. 

f formation on this subject can be found in the games itself under Mission Goals. 


Domination 

Str *e for v ictory in a battle with up to 7 other computer and/or human opponents. 

Conquer and hold the automobile factory and infantry camp. They will build the back- 
cc-r for your forces and will supply you with new units after they have been captured. 

- :*■ ’ f orget the radar station. It will allow you to carry out air attacks and send scouts 
over the battlefield. 

Assault 

Str we for victory in a battle with up to 7 other computer and/or human opponents. 

Decide for yourself, whether or not you want to stick up for a mission goal or act as an 
attacker in order to fulfil various mission goals. 

Coop Mode 

P 2> each mission of the three campaigns together with a friend. Endure the adversity 
:* the cattlefield and fight side-by-side not only to survive but also to conquer! 

Only :ne well thought out plan of two captains will turn the tide of the battle to your 
favor. 


After you have chosen the game settings and set the prestige limit, game mode, game 
tiroe and map, you need to confirm the settings so that players can begin recruiting 
their soldiers (more information in the headquarters section under "Game Start"). As 
scon as all the players have finished recruiting their units, and the button "Ready" has 
been clicked, the game can begin. 


PHASE 


Direct IP 

Thoose this option if you wish to join a game on your LAN or the Internet. Ertf' "a 
address of the host computer. 

Gamespy 

• ou can play Panzers via the Internet through the GameSpy master-server. If yc - 
me GameSpy mode, the game will be connected to the GameSpy master-server. Em- 
.our user name before connecting to the server. When the connection is establ sm: 
:ne master-server list is read, you'll enter the game's title room. 




The middle screen section displays list of active game sessions. Each session's ine 
displays the name of the game and the current number of players. The column sm * 
the number of players displays the games you can join in green (the game has- t bee 
started yet); the games which already began are displayed in red (you cannotn tr 


You can chat with the players connected to the server, who are not playing.On the - 
there's the chat window for players who wish to begin the game; the line for typing 
messages in is located below. 

Click on the "Create" button to launch a game session. The new session will appe = 
the title room's list. Click on "Join Selected Game" to join the selected session you 
join only open sessions). After you created your own session or joined an existing : 
you'll switch to the Staging Room screen. 

The Staging room screen is a gathering place for all who wish to start a new game 
| can switch anytime between the GameSpy Title Room and the Staging Room befor- 
\ pressing the "I'm ready" tab. When all players are ready you can move on to 
Multiplayer screen (see LAN section) and begin the game. 
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Tutorial 

a * walk you through exploring a map and interacting with various strc:- 
besides basic unit coordination. 

Training Camp 

" i- i' a r ea you can test most of the available troops and develop new game strategies 
* : - - having to worry about time or winning. 

Scenario (new game) 

~ r -' ,0 ma P s in the Scenario Mode that were developed with the experienced 
n mind - i.e. those who have already mastered the campaigns. In order to wir 
and AH-02 you need to eradicate all enemy units and destroy all buildings. In 
— nature, further scenarios can be found in the internet. 

Options 

. :• here to set your Game, Video and Sound Options. 

Game Options 

Here y° u can configure general aspects of game control and interface, 
different options are: 



Mouse Scroll Speed / Keyboard Scroll Speed: Controls the speed of camera 

movement across the terrain. 

Tooltips / Showtips: When selected, tool and game related tips are displayed when 
placing the mouse cursor over icons in the orders area or in the 
game area, troops, etc. 

Autosave: When enabled, the game will be automatically saved every X minute 
(X is a user defined value). 


i 
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Fog of War: enabled and set to Normal by default, allows you to see the r 
with the unexplored areas in shadow. If green is selected, tne - 
is displayed (whithout revealing the enemy units positions) anc 5 ; 
doted circle marks the viewing range for each unit. If disab ec v> 
full map is displayed with no additonal markings. 

Unit acknowledgement/ 

Other Unit Voices: Video and audio feedback are available, but you ca- =£■ 
audio only or disable both. 

Graphics 

. :eo options are a determining factor in the performance of Panzers in your ccmp- 
;hem out to find a balance between speed and video quality. The different op: 

Brightness: Here you can adjust the brightness of the game. 

Screen Resolution: Modifies the screen resolution in which the game w 

The available resolutions are 640x480, 800x600, 102-x~cE 
1152x864, 1280x960 and 1600x1200. 

Color Depths: Increases the quality of color representation in the game. 

Refresh Rate: Setting a higher refresh rate reduces the flicker of the scree'- e": 

consequently is more comforting for your eyes, but can damage : 
monitor if misused. Please check your monitor's user guide 
ported refresh rates. 

Vsync: may be enabled or disabled. 

Anti-Aliasing, Shadows, Texture detail, Texture filtering: setting higher 

these options will very much improve the appearance of the game, hcv.e.e' 
may have considerable impact on the performance of some machines. 

Sound 

Here you can adjust in-game music volume, sound effects and speech volume. 

Credits 

Displays information about the team behind Panzers. 

Exit 

Exits Panzers and returns you to the Windows desktop. 


1 
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BATTLEFIELD 

r 5 5 -“ ■'« teach you to lead your troops in battle, which is your main task once 

: - - r '^ n 9 Panzers. You'll learn everything you need to know about what's 
' -: - me battlefield regardless of it being a campaign mission, a skirmish 
~I - ■ vhen you play online with a group of friends. 


a) the information area 
c, — nimap 

c) orders area 

d) upper tray 


Vinimap 


" '^P is a reduced map of the battlefield. All troops and buildings are shown in 
- ~ ~ map as little dots or icons (in the case of buildings) of different colors: green for 
m troops red for enemy troops and grey for buildings. The location you must reach in 
tier to complete the main objective is marked with a light blue crosshair. 


> the minimap you can place markers to draw allied troops' attention (! icon), you can 
toggle on off the terrain (middle icon) and ally colors (double flag icon). 


The Game Interface 


: Sc.. : r .v teach you how to utilize the user interface in Panzers, this is where you 
the operations. The interface contains: 


\ 
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Information Area 


The Information Area 

The information area shows all the information regarding the currently selected 
elements in the game. 

When you select a unit, you'll be able to see the type of the unit, the health po nts 
(red heart icon), the available ammunition (bullets icon), the experience points si r :s: 
icon) and temperature (characteristic of armored vehicles, which can get realy ho: .'»"■«=■' 
exposed to flames). If you select multiple units, green squares show how many umzs :* 
the same type are available in the troop or if you select a vehicle, how many me" 3's 
inside. The information area also displays information regarding the damage eac- 
unit can inflict upon the enemy and icons corresponding to abilities, equipment arc 
available friendly support each unit can request (recon plane, bombers, etc.) 


Orders Area 




Orders Area 

In this area you can give orders to your units, to take a stance (stand, crouch e to 
perform actions (stop, attack, move) or use equipment (throw grenades, provide mec :a 
assistance). Some of these icons are common for all units, others are unit specif 

Common Orders: 

Stop: The unit will disregard all previous orders and will stop all actions. 

Attack: The unit will keep attacking the designated target until destroyed. 

Move: The unit will move to the ordered position. 

Free move state: The unit will start shooting at and chasing the enemy that comes 
in view. 

Hold move state:The unit will shoot at the enemy that comes in its range b..~. a:' : 
move. 

Passive state: In this state no unit moves, infantry returns fire if attacked, 
vehicles don't. 

There are several unit specific orders, by placing the mouse cursor over the iccrs 3 
short description of each is displayed (please make sure that the Tooltips options s 
checked in the Game Options menu). 
























GETTING STARTED 
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ins top of the screen there is a tray with several game controls. The left margin 
::nta ns the "dog tags" of units grouped together. Selecting the menu option you can 
e« : to the main menu, or selecting the objectives option you can review the objectives. 
P Prestige) box displays the amount of prestige you have. You can gain more pres- 
[ 0Gints by completing secondary objectives and at the end of the level you can use 
f ese to recruit more units. Next to the prestige box are a time counter, counting the 
ga-eoiay duration and 3 buttons which allow you to pausethe game, play the game in 
normal speed or with accelerated speed. 

Getting started 

.* you are a rookie strategy game player, we suggest that you complete the tutorial 
starting a new game. Whatever your choice, please find below a few hints 
:: get started. 

: scroll the map, just move the cursor to the edge of the screen. To control 
ve camera view, just press and hold down the middle mouse button. By moving the 
-c.se to the left or to the right you can rotate the camera, or you can tilt it by moving 
c-e mouse up and down. You can zoom in and out with the mouse wheel or can scroll 
ere minimap by moving the mouse while holding the left mouse button pressed. 

' ;j can issue orders, following a few simple steps: select a unit (or several units) by 
c : eking on it with the left mouse button (referred to as LMB further on), click LMB on 
me action icon from the orders area and afterwards click with the right mouse button 
(remrred to as RMB further on) on the target area or object. 

. ng battle, to command troops more efficiently, you might want to create groups, 
c achieve this, select a few units by holding pressed the LMB and dragging the cursor 
around them. Press CTRL key and one numeric key (for example CTRL and 1) to create 
3 r °up 1. Tag number 1 will appear on the upper tray. Later on, you can access this 
group by pressing key 1. 

. nits gain experience points in battle, when the XP reaches a certain level.Consequently 
me unit steps up one level and gains extra health, firepower oir wider hearing range. 

m the orders area, equipment icons can be activated during gameplay (check small dot' 
n :ne upper right corner of these icons), thus the units will automatically use the avail- 
m ? equipment when needed. 



I 
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GAME CONTROLS 


Each mission contains optional objectives, by completing these you can earn pmm ap¬ 
points. Prestige points are extremely valuable, at the end of each level you car mm- : 
additional units fo'r your campaign. In Headquarters you can trade your prestige :: m 
for units, but overall you can command no more than 25 units. 

CONTROL KEYS 


w 

Stop 

STRG + A Select all units 

E 

Attack 

STRG + S - Select all soldier j 

R 

Move 

STRG+T Select all tanks 

i S 

Vehicles: 

| 


Reverse/Backward move 

SHIFT - Carry out orders 

s 

Soldiers: 

grenades, inf!, boat, etc. 

(press and hold) 

D 

Exit 

SPACE - Pause 

F 

Special orders 

BACKSPACE Double speed 


(e.g. Attach/Detach) 

X 

Free move 

F6 - Quick save 

C 

Stand ground 

F9 - Quick load 

V 

Passive 


F8 - Fullscreen on/off 

Q 

Stand 

F10- Show objectives 

A 

Crouch 

Y/Z 

Lie down 

1 

1 

N 

Choose next unit 

i 

ft. — . 


A 
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CAMERA CONTROLS 

Scrolling: press and hold the right mouse button (with no unit selected) 
or move the cursor to the screen edges 

Rotation: move the mouse left or right while pressing the middle mouse button 
::ng: move the mouse up or down while pressing the middle mouse button 

Zooming: move the mouse wheel up or down 

V ''-map scrolling: move the mouse while pressing the left mouse button 
on the mini-map 

CURSORS 

^ or codes: grey marks the empty battlefield, green marks own units, yellow 
s 3 ed units, red marks enemy units and blue marks neutral units/objects 
empty vehicles, houses). 

cursor with a crosshair - attack 

cursor with bullets - ammo refill 

cursor with a wrench - repair 

cursor with a flag - rally point 

cursor with an arrow ~ follow 

cursor with a + sign - healing 

cursor with a square intersected by a line - link for towing vehicles 

cursor with a left arrow - enter buildings, vehicles 

red circle with a cross - invalid selection (territory, target) 

two intersecting circles - rotate camera 

big white crosshair - special attack 
(grenade, bomber, fighter bomber, external support). 
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1. Handmine 

Squads can take magnetic handmines to battle. They run up to a 
attach them onto its armor and the magnets fix the weapon to s*.rr 
A time fuse activates the shaped charge capable of causing large oar¬ 
age even to the the heaviest tank and destroying medium and ■ 'g-- 
with one blast. 




2. Hand grenade 

Hand grenades can be used in close combat, soldiers automatical • 
throw them on the enemy if they are close enough. 



3. Explosives 

Explosives packs are used to blow up bunkers or buildings. The sc-a- 
runs up to the target, places one and runs to cover before the exp :e : 



4. Molotov cocktail (incendiary bottle) 

The Molotov cocktail is a regular glass bottle filled with flammac e 
liquid, plugged by a cloth. Partisans set it afire before throwing t 3- 
tank or vehicle. Upon impact, the bottle broke and the containeo 
ignited. Later the German army mass-produced it for military ~se *. 
was called Brandflasche which means flame or incendiary bott e. 



5. Tank mine 

A squad can take anti-tank mines and place them in places where e-^e 
vehicles are likely to come. If a tank runs onto a mine, the exp };5 or 
immobilizes it by damaging its tracks. 
















COBISAME 


>;*ar:er£ j 


/ 






PHftSI ONE 

6. Mine detector 

The mine detector is an electronic device able to indicate the presence 
of metal in the ground. If the soldier who received an order to sweep 
mines finds a mine, he marks the place with a flag and goes on search¬ 
ing. Own vehicles will avoid these places. These marked mines can be 
destroyed by shooting at the location. 


7. Binoculars 

Squads equipped with a binoculars are able to spot enemy units from a 
farther distance as it enhances their range of vision. 


8. Inflatable boat 

Units having an inflatable boat (folded into a backpack) can cross 
any water. They need just a little time to prepare the boat for use and a 
little time to fold it again. If we order them to the other side of a river 
they automatically use the boat. If we switch this option 
off they will look for a bridge to get to the other side. 
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HEADQUARTERS 

Headquarters 

.se the headquarters in the campaign and before multiplayer and skirmish games to 
•ssr-c e the army of your choice. Here a certain amount of prestige will be available to 
: - which you can either set yourself or earn by accomplishing mission goals. 

' the left side of headquarters you will see your army and on the right side your fleet 

* vehicles - i.e. all of the units you currently have at your disposal. All information 
ibout the vehicles and also equipment and the experience of your soldiers can be seen in 

- middle of the screen. Each soldier can carry two pieces of equipment. However, 

'ey have to be bought first - the ones being used are marked in white. 

.'a*:e sure that it is not the vehicles and tanks that gain the experience but rather the 
•tv.. Therefore, it is often wise to rotate the vehicle's crew. The price of the initial use 

* the vehicle will be charged directly upon choosing the "Change Vehicle" option. 


UNIT DESCRIPTION 
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German Units 
Tanks 


Panzerkampfwagen I, 

Version B, SdKfz 101 

Following the WW1 defeat, Germany was 
allowed to construct an armored weapon. 5: 
in 1933 the development of a training ven : e 
was commissioned. 

The result: The 'Panzerkampfwagen I\ also 
known under its codename 'agricultura tracts' 
Despite the relative inferiority of the Pa^ze*- 
B's" weapons and its armor, which became e. 
dent in 1934, and despite being only of*' : = 
used as a training vehicle, the 'I B' version played an important role during the 
'Blitzkrieg' in Poland and France. 

Its crew consisted of two men, the driver and the commander who was also the sm:::e' 
and fired at his targets from a rotating turret using twin MG 13s (caliber 32). The 
imal armor provided protection against only light infantry. Nevertheless, desp ;e 'me 
ineffective battle characteristics of the 'Panzer B T it gave the Germans valuable e = :e- 
rience towards the development of more powerful tanks. Also, at 5 metric tons cor'st¬ 
ing weight, the Panzer B l's lOOhp engine was insufficient. On top of that, it guzz e: 
more than 26 gallons of gas per 100 kilometers. It's limitations aside; nearly ever, 
panzer crew was trained on this model. 



Panzerkampfwagen II, 

Version C, SdKfz 121 

As the development of Panzer III and IV 
became delayed in .1934, the Panzerkampf¬ 
wagen II was intended to fill the resulting gap. 

Conceived as a light battle and reconnaissance 
tank, it also became a training vehicle like.its 
predecessor. 

A radio operator who was also responsible for 
\ reloading the 2cm automatic cannon comple¬ 
mented the Crew of the Panzer II C. While the weapons were more powerful thar m: m 
of its predecessor, they were ineffective against the new tanks of the enemy. T^e : * 
was still only effective against light infantry. With its 140hp Maybach engine, the 
Panzer II C had to avoid other tanks. 
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Panzerkampfwagen III, 

Version F, SdKfz 141 

What the German Wehrmacht was missing 
in 1935 was a tank that would finally have 
a realistic chance of disabling enemy tanks. 

The Panzerkampfwagen III began manufacture 
starting in 1938. In its 'F' revision, it was 
equipped with a 5 cm cannon. Additional 
weaponry consisted of dual caliber 32 MG's, one 
fitted to the turret, the other to the bow. 

The Panzer III was successfully used in Poland 
an< 3 "ranee and was able to crack superior tanks of the enemy. 

Panzer Ill's crew consisted of 5 people; the driver, the commander who coordinated 
ve oattie while watching from the turret, a shooter, a loader and a radio operator who 
s so operated the MGs. The 30mm armor was sufficient against anti-tank grenades and 
7G fire, but was too weak against direct enemy tank hits. This was seen primarily during 
Russia campaign, when the tanks sides were easily penetrated by Russian 'Panzer 
T;es'. The sides of the turret and the drive were then reinforced with armor skirts. 


Panzerkampfwagen IV, 

Version D, SdKfz 161 

-'-'"Tig the course of war/the Panzer IV was posi¬ 
tioned as the backbone of German tank squads. 

Respite being originally conceived as a support 
on t for the Panzer III and infantry, it was clear 
e.en towards the end of the war that it was still 
a dangerous weapon against enemy tanks. It was 
equipped with an impressively big 7.5cm cannon, 
v.nose only weakness in the D revision was its 
short barrel. 

As with the Panzer III, 5 person crews were hunting enemy infantry and tanks from within 
"e Panzer IV. Starting with revision B the draftsmen included a 300hp engine, as its prede- 
zessor's 250hp engine was evidently too weak. 

A hile not excelling through its speed, the Panzer IV proved to be an excellent weapon, that 
especially in later revisions, spread fear within the enemy. 
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Panzerkampfwagen IV, 

Version F2, SdKfz 161/1 

In its F2 Revision, the Panzer IV final y .-.55 
equipped with what would turn it into the - z~- 
mare of the best-allied tanks; a long bar re s: 
7.5cm anti-tank cannon. 

With it, experienced crews were able to 
disable practically every allied tank. The 
barrel proved itself primarily during the R'-ss 3 
campaign. 

As before, the Russian tanks seemed to be immune against the smaller cannons :* me 
Germans. The F2 changed this drastically. Still, the Russian 'Panzer Rifles we^e t : ; 
threat to the side armor of the Panzer IV. Subsequently, armor skirts were azzez :: 
protect the drives and turret. This upgrade turned out to be amazingly resists-: -r. 

hollow point ammunition. 

As with the earlier revisions, 5 person crews where hunting enemy infantry arc ts-* s 
Starting with revision B the draftsmen included a 300hp engine, as its predecess:' s 
250hp engine was evidently to weak. 

Until 1943 approximately 5,300 Panzer IV had been built, considering all rev ms 

Panzerkampfwagen VI Tiger, 

Version E, SdKfz 181 

To retain the thread posed by the allied tanks in 
1941, the famous 'Tiger' tank was manufac¬ 
tured starting in July 1942. Its strongest assets 
were the 8.8cm cannon, which the engineers 
derived from the famous '88'- an 8.8cm flak. 

At a distance of roughly a mile, its projectiles 
penetrated all Allied tanks. The allied tanks 
had to be quite close to the Tiger, to penetrate 
its 10cm hull. And even if the distance was 
sufficient, the enemy tank only had a chance of success if it hit with exactly the r g*t 
angle. If the Tiger's driver was guarding the angle towards the enemy optima !y me 
tank was de facto invincible. 

Although the commander, driver, shooter, loader and radio operator could always s .• 
on the enormous firepower and strong armor of their 'cat of prey', its 650hp eng -<e 
i caused frequent problems. On the one hand the tank was not sufficiently motor zer /. tr 
: it; on the other hand its frequent stalls and failures regularly caused dangerous s sta¬ 
tions. Even in later revisions, these problems could never be fully eliminated. 
weakness of the tiger was its dependence on terrain conditions. With a weight 
ly 57 tons, it was better off avoiding muddy grounds. 
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Panzerkampfwagen VI Tiger II, 

Version B, SdKfz 182 

Between January and September 1944, Henschel 
delivered 500 'King Tigers' to the German 
Wehrmacht, which remained in battle until the 
end of the war in Operation Market Garden, 
the Ardennes Offensive, Hungary, Poland and 
during the defense of Berlin. Although the 'King 
Tiger', a nickname awarded by the Allies, was an 
upgrade of the Tiger I, it differed quite drastically 
from its predecessor. For one, it was armed with 
— new 8.8cm KwK 43 L/71 cannon, which was able to penetrate 28cm thick steel over 
5 d s:ance of 1 km, making it the most powerful weapon of WWII. Even over a distance 
3.5km, it was still able to pierce every allied tank before it needed to fight back. The 
tank s armor was further improved over that of the Tiger I. Consequently it feared no 
enemy tanks with the exception of the Russian JS II and JS III. 

ne T ger II was the pride of German tank forces and immediately achieved terrifying 
status with the Allies. Its biggest enemy was unfortunately its own technology. During the 
* ar / more 'King Tigers' were disabled by mechanical breakdowns than by enemy tanks. 
Often the crew of five had no other chance than to desert and destroy their paralyzed cat. 




Panzerkampfwagen V Panther, 
Version A, SdKfz 171 


As soon as the Russian T-34 tank appeared on 
the scene of WWII, tough times began for the 
German tank forces. The T-34 was far superior 
to ai! German tanks and its angled armor 
def ected many grenades like tennis balls. To 
counteract the T-34, which was appearing in 
a-ge volumes, German front officials suggested 
to simply copy the T-34, but they had no suitable 
engines and fuel. Therefore the Germans began 
constructing the Panther utilizing the tilted armor design and the wide tracks of the 
-54. The Panther's design was drastically different from all earlier German tanks. 

he manufacturing cycle of Revision A began in August 1943. The draftsmen replaced 
the MG loophole with an MG34 fitted onto a sphere and equipped the Panther with 
armor skirts. The shooter was able to target objects over a distance of 2000 m with his 
•5cm long barrel cannon. Every 4th shot was a direct hit, using rapid automatic fire. 
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Furthermore, the engineers delivered brilliant work with the undercarriage, as rc .7' 
tank came close to the Panther in terms of absorption and suspension. Despite ve s:: 
the Panther was capable of precise targeting. 

The Panther is considered to be one of the best weapons of WWII, as the resoimzem. 
combination of weaponry, armor and speed made it extremely dangerous. It was ac e a 
destroy every Allied tank and was feared by the T-34 crews. 


Panzerkampfwagen V Panther, 

Revision D, SdKfz 171 

As soon as the Russian T-34 tank appea-s: 
on the scene of WWII, tough times bega r *: - 
German tank forces. The T-34 was fa" super sr 
to all German tanks and its tilted armo" oef ect¬ 
ed many grenades like tennis balls. To courif-a~ 
the T-34 which was appearing in large .: 

German front officials suggested to simp > 
copy the T-34, but they had no suitable a = ^es 
and fuel. Therefore the Germans begar con¬ 
structing the Panther, utilizing the tilted armor design and the wide tracks of the T -is. 
The Panther's design was drastically different from all earlier German tanks. 

The manufacturing cycle began with revision D in December 1942. The engineer 
warned the users that the first revision had various construction related problems 
but 250 of these Panthers were used during the Kursk Offensive, leading to a 
drop-out of 80% of the Panthers on day one. 

Despite these early problems, the Panther developed into one of the best tanks :* »VIL 
The shooter was able to target objects over a distance of 2000 m with his 7.5cm : -; 
barrel cannon. Every 4th shot was a direct hit, using rapid automatic fire. 

Furthermore, the engineers delivered brilliant work with the undercarriage, as nc »V 
tank came close to the Panther in terms of absorption and suspension. 

Despite the recoil, the Panther was capable of precise targeting. 


The Panther is considered to be one of the best weapons of WWII, as the resourced 
combination of weaponry, armor and speed made it extremely dangerous. It .’.as a: e 
destroy every Allied tank and was even feared by the T-34 crews. 
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Scout vehicle 


Light Panzerspahwagen FU, 

SdKfz 223 

Between 1935 and 1944, approximately 1,900 
Panzerspahwagen were delivered to the 
Wehr-macht. In various tank, motorized and 
light divisions, this vehicle served as scout and 
ob-server. The crews of two to four people had 
a complete set of radio equipment at their 
disposal with which they could contact their 
commanders using a large frame antenna on 
the outside of the vehicle. The armored upper 
::dy was equipped with a rotating turret and was built on top of the chassis of a normal 
car - " e turret was closed on all sides and protected against grenades with a grid on 
^ *-- D - The 223 was initially armed with an MG34 which was replaced by the 'Panzer 
Rifle' 41 in 1942. 

th ts big wheels and the 75hp Horch engine, it was usable on all terrain and served 
.Vehrmacht until the end of the war in all theaters, usually accompanied by vehicles 
wiv cog distance radio and protected by light tanks equipped with 2cm cannons. 


ATG 

Marder II, SdKfz 131 

When the Russian T-34/76 and the KV I began 
n 1941 to rough up the Eastern Front, the 
Wehrmacht urgently needed mobile anti tank 
guns to avoid being waltzed over by the masses 
:* Russian tanks. Using a recycling approach, the 
Germans consequently developed the Marder 
scries as an intermediate solution. The concept 
-=5 based on fitting anti-tank cannons to the 
chassis of tanks that were already decommis- 
oned. Within the Marder series, the Marder II 
.•<=5 produced with the highest quantity. The engineers fitted a 7.5cm anti-tank gun on 
-~- chassis of the outdated Panzer II F. The shooter was only able to turn the cannon in 
£ narrow angle to the left and right; therefore the Marder II always had to face the 
- -" y directly. The crew of three in the Marder II was only minimally protected. The 
ght armor was easily penetrated by enemy fire and the turret with its open top was a 
standing invitation to enemy soldiers to throw their grenades in. 

Nevertheless, the Marder II turned out to be a successful anti-tank weapon. With its 
teavy cannon, it destroyed even the Russian high-end tanks. The production of the 
Warder II was halted when the first hunting tanks entered the battle, but it continued 
to ee used until the end of the war. 


88 mm Flak 
(Model 36) 

Take an 88mm anti-aircraft gun, lower the 
barrel and you've got one of the most letna 3': - 
tank guns known in the Second World War. 

In the early years the German Wehrmacn: 
learned the hard lesson that their norma; 

AT-guns were not powerful enough to penet-aar 
the armor of heavy French and British tarns. To 
be more successful against enemy armor the 
German army used their most powerfu : weapon 
against them: the 8.8cm Anti-Air gun. Used against ground targets, it had an im—c~5c 
impact. The "8.8" was one of the most feared weapons used by the WehrmacK. I: 
could hit targets from more than 16,000 yards, and its high velocity shells we^e - 33 - 3 : 
by every allied tank crew. One of the problems was its heavy weight, and the need *V 3 
vehicle such as an.Opel Blitz, to pull it to the frontline. Nevertheless a well trainee £ £ 
crew was able to deploy it in a few minutes. 

The impact the 8.8 had at the frontline was not only devastating to the enemy s 
vehicles, its long barreled gun, firing high velocity shells had a very characters: : 3 : _': 
that soon worked also as some kind of psychological weapon. The gun was 
so successful that variations were later also used in tanks like the famous Tiger 
or Konigstiger (Tiger II). 


Sturmgeschutz III, 

StuG III F, SdKfz 142/1 

In 1935, General von Manstein requested a 
vehicle fitted with an adequate gun and able to 
defend itself against enemy armor to backup 
the infantry. The self-propelled Sturm-geschutz 
III was the answer, created on top of the frame 
of the Panzer III. 

When the version StuG III F entered service, 
the infantry had not only a vehicle to support 
them in most typical infantry tasks, but its long barreled 75mm gun was also ac 3 
to penetrate all enemy armor of that time. Because of its low design the StuG III was 
hard to hit. Its 4 man crew had a much higher chance of survival in combat than tnest 
1 that used the Marder II. 

The StuG III was manufactured in high numbers, because it was easy to builc a": 

: cheap. Compared to its construction costs it was rather successful in defending 
missions, and was in service until the end of WWII. 
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Jagpanther 38(t) “Hetzer” 



Small, agile, fast and hard to spot - the Hetzer 
(or "badger") got the right name. Designed as a 
full armored hunting tank (Jagdpanzer), they 
"were designed in 1943 but not placed into 
production until early 1944. The totally new top 
was constructed on top of the older Panzer 38t 
frame. The Hetzer had a 75mm PaK 39 L/48 in 
front and on top a 7,92mm MG that could be 
rotated a full 360°.The space inside was rather 
. The four person crew did not have much room. But in exchange they had a 
a: e tank, with a front armor of 60mm and a very low silhouette, which made the 
Hetzer very hard to hit. 

The sesign of the Hetzer was so reliable, that even after WWII, it remained in produc- 
tion for the Czech army. 




Jagdpanther 

The - aadpanther was bestowed the name 
* Heavy tank Killers" in 1944 by Allied troops, 
cera-se of its dangerous combination of an 
88 mm anti-tank gun on top of a normal Panther 
frame. The 700HP Maybach engine was able to 
i::e erate the 45 ton vehicle up to 50km/h. But 
va imited pivoting range of its gun made it nec¬ 
essary to move the whole tank in the direction of 
ts :arget. But once in position, the enemy had 
on y one option - to run. 

.is gun and extremely thick front armor reduced every enemy in front of the 
-agdoanther to prey. 

.'.i chassis was also very reliable and the crew did not need to fear engine 
Qr 'mechanical breakdowns. Therefore the Jagdpanther is known as one of the 
~ 2 s:erpieces of WWII tank design. 



Pill! ONI 


PaK 37mm (Model 35/36) f 

The 37mm Anti-Tank-Gun had a range of 
7,200m. With its light weight of 450kg for an 
anti-tank-gun, it was easy to maneuver. 

Unfortunately after 1941 the crew on this 
gun was not able to score any kills. The 37mm 
was not powerful enough to penetrate the new 
allied tanks anymore. 

The 37mm PaK was not only used against 
tanks. It was also used against enemy infantry. 

For this objective, it had not only AP ammunition but also H E. 




PaK 50mm (Model 38) 

The' 1940's saw the introduction of the 
50mm Anti-Tank-Gun which was able to h *. 
a tank from 9,400m. Its ability to penetrate 
armor was at first enough, but later it met 
its match when it was used against the hea.y 
Russian tanks. 

The crew was able to fire between 12 and 
14 shots per minute. The PaK 50 was abie 
to fire AP, HE and HEAT ammunition. 


Artillery 


sIG 331 

Only 40 of the heavy infantry gun '33' were built 
between 1939 and 1940. With a 150mm gun 
mounted on the Panzer I's frame, the sIG I was 
an artillery unit. When fired on enemy infantry, 
its impact was enormous. But like all self-pro¬ 
pelled guns, the sIG I was very vul- 
: nerable to enemy infantry once they came 
■ close enough. 
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LeFH 18 (Wespe) 

Sr -'-propelled guns were appreciated in all 
2 ''iillery units. The advantages of better 
mobility and armor were clear to see. The 
.Vespe was one of these self-propelled guns, 
and also one with a very large gun. On the 
chassis of the older Panzer II the designers 
mounted a 10,5cm howitzer. The Wespe had 
= crew of 5 persons, which were able to 


move ) W:' 

:-eir 12 ton heavy gun up to 40km/h. 

Although the Wespe only had armor in front, 

aid in most cases only very little ammunition and gasoline, the 680 constructed units 
cecame a common part of all artillery units. 


Panzerwerfer 42 

The Allied troops called the Panzerwerfer 
42 the "Moaning Minnie". When it fired its 
feared 15cm grenades (from 10 launchers), 
they were blown whistling over 7km towards 
their target. Because of their high explosive 
power and great dispersion, Moaning Minnie 
had devastating impact behind enemy lines. 

The launcher was mounted on the "mule". 

The half track was everything except fast with 
a top speed of 40km/h. Still, it was able to cover 


a:l terrains. The crew also had a 7,92mm MG for defense. But it was always better to 
c^ovide cover it with real infantry squad. When the enemy needed to be attacked from a 
arge area and from great distance, before being attacked with infantry and tanks, the 
Panzerwerfer 42 was the right tool to use. 


Assault mortar Tiger 

Tne original design idea behind the 38cm mor- j j 

tar; was to use it against submarines. However I iNSNlnS f 
1944 it was simply planted onto the chassis of f I ' 

the Tiger. The result was the Assault Mortar | . j 

ger (Sturmmorser). From its extremely short- L 
barreled gun, it fired 365kg shells up to a dis- | 
tance of 5km. But the fate of those 18 Assault i 

Mortars came quickly. Not only were all of them flMP " I 

destroyed in battle, their tactical value was also : .J 

questionable. The only reason for their use was 

the close fighting between houses, since a single shot from them could destroy a whole 
nouse alone. Against bunkers or fortifications it was also rather successful. The crew of 
5 was safe in that massive armored stronghold, from which they fired their 13 grenades 
without recoil, as the flue gas discharged through holes around the barrel of the mortar. 
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sIG 33 n (15cm) 

The heavy infantry gun 33 II was only built in 
small numbers between 1942 and 1943. With 
its 150mm gun, on a Panzer II chassis, the sIG 
II was used by the artillery. Its firepower had a 
devastating effect behind enemy lines. But like 
all self-propelled guns, the sIG 33 II lacked 
armor and was very vulnerable to infantry 
attacks. The armor was not thick enough to 
withstand MG fire. 


The designers mounted some kind of extension arm on top of the rear end, so tha* 
was easier to reload. 


SdKfz 10 Demag 4-5/d7 


The design of this puller began in 1932 as 
an infantry transporter. In 1938 a 2cm 
Anti-Air-Gun was mounted on it, which -sea era 
SdKfz 10 a mobile anti aircraft plarV—. ~-«e 
Demag had at its front two wheels a-e at 


tracks that enabled it to travel cross-::.--.'* he 




advantages were clear to see; unlike :: 
anti-air units, the SdKfz 10 was able to -se tfte 
natural cover of the surrounding environmerit. 
The sides of the loading area could be re esse-: 
make a wide platform from where the gunner could open fire on enemy aircram s: ..e 
as ground targets. 
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Kiibelwagen 

They kept running and running and run¬ 
ning...even today you can sometimes see a 
VW Kiibelwagen on the road. But its 
career started in 1935 when, at the begin¬ 
ning of WWII, the first "cross-country" 
Kiibelwagen was brought into service. The 
first Kubelwagens saw action in the Poland 
campaign when they were used to transport 
officers or normal infantry quickly to the 
front line. Unfortunately, the Kiibelwagen 
showed serious problems in its first iteration. For example, it was simply not able 
to maintain slower speeds of 4km/h, nor was it only fast enough for the driver 
/men he was alone which wasn't possible when traveling with marching troops. An 
even bigger problem was its lack of cross-country abilities. 

Cater it got a better gear box, so it could drive slowly alongside the troops. A 
greater clearance underneath increased also its ability to travel cross-country. 

By the end of WWII nearly 55,000 had been produced - relatively low numbers, 
compared to the greater than 600,000 Jeeps produced. Because of its air cooled 
®°gine, even the north African desert wasn't a big problem for it. Some versions 
were even fitted with tracks in the Russian campaign. So it was able to drive 
through the landscape of the Siberian winter. 

saw action at all frontlines, and was able to deal with most terrains without too 
~~uch trouble. Even US and British troops used it from time to time when they 
were able to capture one. 


Krupp 12 (with convertible top) 

A: the beginning of the war the Wehrmacht was 
able to employ fast Blitzkrieg tactics because of 
their high mobility. To support this high degree 
of mobility, the Wehrmacht used many different 
vehicles. 

In 1929 the Krupp company began to design a 
new, cross-country infantry transporter based on 
the Model L2, which could carry up to eight 
Soldiers to their destination. In 1936 it received 
a more powerful 60 HP engine. With this engine, it was able to travel 70km/h. 
There were more than 7,000 L2s produced. 

The Krupp L2 was not only used for transporting soldiers; it also pulled the 37mm 
PaK 35/36. 



SdKfz 250/1 


Designed as a light armored personnel carrier 
(APC), the SdKfz 250/1 was mostly used 
to transport up to'four soldiers and for 
reconnaissance duties. Once it made contact 
with the enemy, its two MG34 and armor 
was something on the plus side. It also carried 
more than 2000 shots of ammunition for its 
MGs. This APC was a cross-country halftrack, 
which served in recon duties for Panzer and 
Panzergrenadier divisions. 


Support 


SdKfz 10 Demag 

The design of this puller had begun ;r re 1-52 
as an infantry transporter. Constructed as a -a 
track, it had great cross-country abi > es s;; - 
less of weather conditions. Lateral! • nos :* 
Anti-Air-Guns and Anti-Tank-Guns were ' :m:i 
on the SdKfz 10 and it became a rathe*' : 
combat unit. 


SdKfz 11, Hansa Lloyd 

The Hansa Lloyd Halftrack was one of the wonr- 
horses of the Wehrmacht. When the task was :: 
pull heavy howitzers, ATGs, A A As O' ctmer heaif 
gear, the SdKfz 11 was often called ..cm Ir ts 
large loading space, it could carry lots of ammu¬ 
nition and other equipment. At the end r the 
war it had to pull greater and greater we gtes 
as the weapons became more and more etha . 
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Krupp L2 

At the beginning of the war the Wehrmacht 
w»hs able to maintain their fast Blitzkrieg tac- 
t cs due to their high mobility. For this reason 
the Wehrmacht used many different vehicles. 

Jn 1929 the Krupp Company began designing 
5 new cross-country infantry transporter, based 
on the Model L2, which could carry up to eight 
so diers to their destination. In 1936 it 
received a more powerful engine with 60HP. 

W th these engines it was able to travel 

7Gkm/h. There were more than 7,000 L2s produced. 





-e Krupp L2 not only transported soldiers, but also pulled the 37mm PaK 35/36. 


Tactical Bomber 


Ju 87b Stuka 

"Stuka" is the abbreviation for "Sturz-Kampf- 
Bomber" - which means dive-bomber. With its 
crew of two, the Ju87 became soon infamous for 
its "Jericho trumpets" - an unusual air-screw on 
its left landing gear. Just the sound of it often 
caused terror and chaos on the ground when it 
started to howl as the "Stuka" dived down on 
its target. The Ju87 dove straight down on its 
targets. Because of its ability to dive vertically 
it was able to precisely target fortifications, 
bunkers and tanks. They first saw service in Poland and later as kind of a flying 
3 ". ery, assisting the tanks on ground. The myth ended in the Battle of Britain. The 
- suffered heavy losses and from some point later they were pulled from service on 
'.-■e front. 

5ut jnder the right circumstances the Ju87 was successful. This was especially true on 
the Russian front, where they served a long time fighting against tank columns. 




Level Bomber 


Recon Plane 


He 111 (Heinkel) 

Between 1939 and 1944 Heinkel de 
5,656 Helll to the Luftwaffe. The Helll 
saw their first duty in the Spanish civi war 
That its defenses of three 7,92mm MGs .'.r'r nc 
sufficient, was first seen in the Battle of B r'za r. 
against the RAF. 

\ The Helll was not only a bomber. It was 
also a flying launch platform for the 71 
in an unusual twin hull version with 5r-: -es, 
it towed the giant paraglider Me321. 

The Luftwaffe was also used for service as a transport plane. 

Important tasks placed upon the Heinkel were the attacking of the convoys PQ17 zrz 
PQ18 in the Artie Sea. It also helped the ground troops on the Russian front. Be” -e 
that it had already been pulled from the western front, due to its heavy losses. 

As the war continued on, the designers fitted the Helll with up to eight MGs- - v r 
: ast build with a caliber of 20mm and twin mounted. The weight was nearly a:-: e: 
from eight to fourteen tons. The version H was able to carry two tons of bombs 3": r. 
maintain a speed of 415km/h. 


Storch Fi 156 

The pilots of the Luftwaffe called their stork 
'flying Kubelwagen". It was used nearly for 
the same duties as the VW car- as a recon and 
transport plane, carrying injured soldiers and 
officers. It's greatest strength was that it need¬ 
ed only 65m to take off and less than 20m to 
iand. Fieseler delivered 2,549 Storks to the 
Luftwaffe. It was also equipped with a 7.92mm 
MG for a rear gunner. But the best way to 
evade an enemy fighter was to slow down and 
use its unbelievable maneuverability. 
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Glider 


DFS-230 

Paratroopers' biggest problem is that they are 
spread out over a large area after they've 
entered a combat zone. To avoid this the 
Luftwaffe designed a new transport craft- the 
Sturmlastensegler. With this type of glider, 
it was possible for the first time to bring 
paratroopers precisely to their target. 

But this was not the only advantage of the 
paraglider; it could glide over a distance of 
6 Okm. The towing plane for the DFS 230 was 
a modified Ju 52. The DFS 230 was able to carry a weight of one ton, nine soldiers, 

= radio unit and 3,000 rounds of ammunition. 



Transport plane 




Ju 52 (“Tante Ju”) 

Even today this historical plane is still flying. 

The first Ju 52 entered service in 1930 as a 
:'=nsport plane constructed by the Junkers 
Company. Later it was redesigned as a passen- 
ger plane for German Lufthansa. It has seven¬ 
teen passenger seats and three BMW 132 
radial engines. 

The legend of this corrugated iron plane called 
"Tante Ju" (Aunt Ju) or u Eiserne Anna" (Iron 
Anna) started in WWII. She was able to trans¬ 
ect eighteen fully equipped soldiers to the front or fourteen injured soldiers back. She 
could also carry two tons of gear, towed gliders, and was equipped with a magnet coil 
f o r searching for sea-mines, and was used as a training plane. 

At the beginning of the war the Ju 51 was used additionally as a bomber and 
mansported high numbers of troops to the frontline. The bomber had a MG 15 on 
it top and was able to carry one and a half tons of bombs. In the air landing 
rperation "Merkur" against Crete 493 Ju 52 participated in the first wave alone. From 
1939 to 1945, 2,084 were constructed. Later in the war, she was the most important 
clane for supplying the ground forces. 
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Soviet Units 


T-26 

The Russians designed the T-26 as a light 
mfantry support tank with the tasks of 
"econnaissance missions and as a vanguard. 

It was nearly a reproduction of the British 
v ickers six ton tank and was with its 30km/h 
top speed not fast enough for a good 
reconnaissance vehicle. 

Likewise the T-26 suffered due to its very thin 
armor which was not compensated for with its 
45mm gun and its two MGs. Its crew of three remained a threat against the 3e- 
Panzer III and IV, but with its non-existent armor it was also an easy targe: :: 

The T-26 was used first against Finland between 1939 and 1940, and also =:e- 
the German tanks. 


■ 

SOVIET UNITS 


Bt-7 M 

The BT-7M was the racehorse of the R^ss =- 
armored divisions. With its 500HP these e-; nt 
it was able to speed 86km/h through the * e 3&. 
Although its speed was great, its arm: r a as 
extremely thin and its biggest handicap. _e:e' m 
the war, this thin armor proved fataf ace -sc ere 
modern German tank. Nevertheless :-e 5:-~ W 
remained the backbone of the Russia- ta~<5 
columns. 

. The crew of three used a 76.2mm an: -tan- 3 lt 

and three 7.62mm MGs. 

its planed successor was the BT-IS, but that tank was never used in combat 
Instead the Russian engineers progressed with their designs and created one cf 
the most famous and most important tanks in history - the well known T-34. 
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KV-II 

The KV-II was a nightmare for the German 
troops at the beginning of the Russian 
campaign. The huge and thick armored turret 
with its great 15,2cm howitzer made that 52 ton 
tank a big target for any German gunner. But it 
was easier to hit than to damage this monster. 
Sometimes even several direct hits 
didn't bother the KV-II. Rather, the KV-II took 
on one German tank after another. One single 
KV-II managed to stop a whole German 
:: limn right after the war began. It simply stood on the street, blocked it, and 
destroyed several German tanks. 

!: had a crew of six, but only 330 were built between 1940 and 1941. Its 
c'-Juction facilities were further west than others, and the Germans managed to 
W- J re them. For fighting enemy infantry, the KV-II was equipped with a single MG. 


T 34 / 76 m40 

there was one tank that can be named as the 
first who was quick, equipped with a lethal gun 
an - a iso had good armor, then it was the 
T-34/76. It was produced in Stalingrad in 
extremely high numbers. It was a shock for the 
Sr-mans when they first met the T-34, as it 
.'.as able to destroy any German tank and could 
a so withstand all German ATGs. 

Its 500HP engine made the T-34 travel at 
40km/h cross-country. With its wide tracks mud and snow presented no handicap. 
T-34/76 m40 was the first production model of its class. Its 76,2mm gun had 100 
s and the tank was also equipped with 2 MGs. The driver used an angled mirror to 
out of the tank. The commander used a similar system to control the battlefield, 
--a while the 76.2mm cannon could take out any German tank of that time, the sloped 
shape of the T-34 made many German shells ricochet. 

A though the German Panther was technically the better tank in the same class, 
the sheer numbers of T-34s produced (10,760) made it a bone-crusher against enemy 
German troops. The T-34 was probably the most important tank of the allied forces and 
2 so had a great impact on all following tank designs. 




T 34 / 85 

If there was one tank that can be named ss *.'s 
first who was quick, equipped with a I etna 
and also had good armor, then it was the “-J- ~~ 
It was produced in Stalingrad in extreme . - gr 
numbers. It was a shock for the Germans .vt 
they first met the T-34, as it was able to destroy 
any German tank and could also withsta;'-: 2 1 
German ATGs. 

Its 500HP engine made the T-34 travel 2 : 
cross-country. With its wide tracks mud and minar 
:resented no handicap. The T-34/76 m40 was the first production model cf its c ass 7s 
~ 6,2mm gun had 100 shells and the tank was also equipped with 2 MGs. The b- .e- 
sed an angled mirror to look out of the tank. The commander used a sirn a" s_.s*.r~ :: 
control the battlefield. And while the 76.2mm cannon could take out any Germa^ ‘-S'. 

:f that time, the sloped shape of the T-34 made many German shells ricochet. 

Although the German Panther was technically the better tank in the same class me 
sheer numbers of T-34s produced (10,760) made it a bone-crusher against ere--. 
3erman troops. The T-34 was probably the most important tank of the ai lied *'orces 3 rd 
also had a great impact on all following tank designs. 

I he T-34/85 was a reaction to the better armor used on German tanks and the> re* 
88mm gun. The T-34/85 received a modified KV-85 turret on the T-34/76 cmss s arc 
.vas equipped with a 85mm gun. With these modifications, they were able to css:':.- s 
German Tiger from 1,500m, although only from the side. 


IS II 

The heavy tank IS II, named after Josef 
Stalin, was a true monstrosity. Its crew of 
four used a 122mm gun, which could pene¬ 
trate all German armor. Even the German 
King tiger needed to be careful engaging the 
IS II. The Russians used the IS II in the final 
battle around Berlin, with a devastating 
result on the last German troops. An observer 
of a fight between an IS II and a German 
Panther recalls that he saw the Russian shell 

penetrate the Panther's front armor and leave again through the rear of the '. 2 '. or 
it exploded. 

A short time after its introduction the Russian engineers noticed that that the 3e ~ : 
7.5cm gun could penetrate the IS II from all sides. The consequence was bette- - 
armor angled at 60 degrees. Incoming shells often ricocheted or bounced away y^e * 
this angle. Between 1944 and 1945, 3,475 IS I Is were produced. 













PANZERS 


Recon 


BA-64 

5A-64 was a lightly armored reconnais¬ 
sance vehicle used by the Russian infantry. It 
.*.=5 a-med with a 7.62mm MG mounted in a 
sma turret. 1 

vehicle was rather small and had only a 
zrev. of two. But it was extremely capable | 

trave ng cross-country. Because of its small 
= ze it was hard to hit. It also had a rather 
cog "ange of 470km. Approximately 3,500 
**.^e produced. 
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ATG 



45mm ml932 

The 45mm ml932 Anti-Tank-Gun was ire 
successor of the German 37mm Rhe nrr.eta 
PaK. But like the German PaK it also a:* a: 
firepower when the Russians enterec the .*.a* 
It was hardly able to penetrate any arrrcn 


57mm ZIS-2 


The 57mm ZIS-2 Anti-Tank-Gun was a very 
good and easy to handle weapon for the 
Russians. It fired high velocity shells over 
a range of 8,400m. At 500m it was able to 
penetrate 14cm of steel. 




76,2mm ZIS-3 

The German slang for the ZIS-3 was 
"Ratsch-Bumm". It was original pla^ec ss a 
field cannon, but had great success as an AT£_ 
It could fire its shells over 10,000m ar-: s. : 
able to penetrate 10cm steel at 500m. 

Many of those ATGs were capturea bv the 
Germans, who used them often agairs: the r 
former owners. 
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SU-85 





Between 1943 and 1944, 2,050 of this tank 
hunter were sent into combat by the Russians. 
Equipped with a 85mm anti tank gun, which 
was originally developed as an anti air gun, 
the SLf-85 was a dangerous threat- especially 
against the German Panzer III and IV. 
Unfortunately it lacked a MG, which made it 
vulnerable to enemy infantry. The lack of a 
turret was also a disadvantage, because the 
crew needed to direct the whole tank roughly 
towards their target. 

On road the SU-85 was able to travel at 55km/h with its 500HP engine, which made 
t as -ast as the German Jagdpanther. 

Scon me Russians figured out that the weapon the SU-85 used fit better in the T-34, 
and s-erefore it was replaced by the SU-100 


Artillery 


SU-76 

The 5U-76 was originally planed as a hunter 
tank, but it was equipped with a 76,2mm 
assault gun. Unfortunately that gun lacked 
penetration power after 1943 when the armor 
of German tanks increased. The chassis was a 
T-70. its high turret was rather large, which 
made it an easy target. It was also open at the 
top /.nich provided a welcome opportunity for 
nfantry using hand-grenades. 

The Russians countered that with sheer num- 

bers. More than 12,000 SU-76s were built between 1940 and 1945. 
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to use its own ammunition with the 122mm gun. 


The Russian army combined what they hac :: 
create new assault guns and hunter tar- s. M tr 
case of the SU-122 the draftsman mountec a 
122 howitzer on top of a T-34 chassis arc : ea 
ed a very good assault gun that was at e :: : a i 
even the worst terrain. But the SU-122 was 
rarely able to apply its great speed, because c 
had to stay with the infantry. 

Captured SU-122 were often used against tre < 
former owners, because the Wehrmach: .'.as a: 


The ISU-152 was based on the chassis of the 
IS II. The draftsman, however, mounted a 
longer 15.2 cm howitzer on it with immense 
firepower. Special for a Russian hunter tank 
was its 12.7mm MG, which was mounted on 
top of the tank. Unfortunately the gunner had 
to move on top of the turret if he wanted to use 
it, which made him a welcome target for enemy 
infantry. The designers originally intended the 
MG to be used against enemy planes. 


p M30 122mm Howitzer 

k 

v - The Soviet 122mm field Howitzer was c sir: 

\ into service in 1939 and remained in product y~ 
until the 60s. This howitzer was able fire 
| a shell of 21.7 kg over a distance of 12 • rr 
| It had only enough armor to protect the crew 
j against shrapnel. As usual for all Russia'* 

| artillery guns, its tires were filled with *:a~ 
f so even after a direct hit, it could still mc.e 
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15,2cm Howitzer 

From its more then 2m long barrel the 
Russian 152mm field howitzer was able to 
launch 40 kg weighting grenades over a 
distance of 9km. With its weight of 2.7 tons, 
it was rather heavy. 

As usual for all Russian artillery guns, its tires 
were filled with foam, so even after a direct hit, 
it could still move. 


GAZ-AA 25mm AAA truck 


The legendary // Polutorka // Gaz-AA truck was 
one of the largest produced Russian vehicles. 
Ffrom 1930 to 1950 more than 1 million were 
produced. The Gaz-AA was used for all kinds 
of tasks: as common truck/ ammunition 
transport, gasoline transport, ambulance truck, 
mobile radio station and also as AAA carrier. 

The Gaz-AA was able to use many types of 
gasoline. Even kerosene could be filled in its 
fuel tank when the weather was hot enough. It 
could carry around 1.7 tons and could travel 
at 75km/h. 


Katysha ZIS-6, BM-13 

This rocket launcher was later named 
"Katysha" by the Russians and "Stalinorgel" 
by the Germans. It was a terror for every 
German soldier who had to face its devastating 
power. When a whole column of Katyshas fired 
:Tr rockets with ear-battering sound the 
mpact on their targets was fear and shock. 

Tne Katysha was one of the greatest secrets the 
Russian army used in WWII. So secret, that 
the Russian crew was often controlled by members of the secret service. 

Once at the frontlines, there wasn't much chance to secure knowledge about it. 

T ne Katysha was not only used against enemy infantry. With AP or incendiary 
ammunition it even increased its impact on the German soldiers. 



Transports 


GAZ-AA 

f The legendary "Polutorka" Gaz-AA t^c« ,.3£ 
$ one of the most produced Russian veh ; 3i 
$ from 1930 to 1950 more than 1 Mi ion 
| produced. The Gaz-AA was used for all • : 

| tasks: as common truck, ammunition trar^scc " 
4 gasoline transport, ambulance truer: met 3 
ly radio station and also as AAA carrier. 

* The Gaz-AA was able to use many tvors :* zai 

““ line. Even kerosene could be filled in 'ts 'Re _ 

when the weather was hot enough. It 
around 1.7 tons and could travel at 75* — 
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GAZ-AA 

The legendary "Polutorka" Gaz-AA truck was 
one of the most produced vehicles of theRussians. 
From 1930 to 1950, more than 1 million were 
produced. The Gaz-AA was used for all kind of 
tasks: as common truck, ammunition transport, 
gasoline transport, ambulance truck, mobile 
radio station and also as AAA carrier. 

The Gaz-AA was able to use all kinds of gaso¬ 
line. Even kerosene could be filled in its fuel tank 
when the weather was hot enough. It could carry 
around 1.7 tons and could travel at 75km/h. 


Tactical Bomber 


IL-2 Sturmovik 

The IL-2 Sturmovik was often compared to 
a flying tank. The entire front was fitted with 
- 4 mm thick armor when the fighter/bomber 
entered service in 1941. The pilot, engine and 
fuel tank were protected against bullets from 
the armor. The canopy's front was also made 
of 65mm bulletproof glass. It got four MGs 
'"'c.inted in its wing roots, which were replaced 
by more fethal weapons later in war. 

But the IL-2 was not secure against German 

fighters, which attacked them from behind and shot down many Sturmoviks. The 
engineer's reaction was the two seated version IL-2M, which got a tail gunner using 
a 23mm MG. 

Although the IL-2 Sturmovik was one of the most successful planes of WWII, the 
German and Finish pilots were not impressed by its quality. It was produced in 
'■umbers greater than 30,000, but the German Luftwaffe wouldn't have used it, due 
to Its low technical standard. But this did not change the fact that the IL-2 was very 
successful and used until the end in Berlin. 
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Level Bomber 


Recon Plane 


IL-4 DB-3F 

In 1938, the engineering office of Iljushin 
created the new DB-3 version of the medium 
bomber IL-4. After the first tests were 
successful the plane entered production at the 
end of that year with then name IL-4 DB-3F. 

5,256 were produced between 1939 and 1945. 

With its good defensive weapons of three MGs, 
long range and capability to carrying nearly 
one ton of bombs the IL-4 DB-3F became a 
/ery successful plane. 

After the Wehrmacht invaded Russia, the IL-4 DB-3F was first used agairs; :a :: 
targets behind enemy lines. Later they were relocated to the Baltic Sea and ve : 
sea, to support the torpedo bomber squadrons there. 

In 1942, the original motor of the MA-87A was changed and the more pcv.-e^- 
M-88B engines were used such that the bomber became an even better pia^e S: 
that it remained in service after the war. It could reach an altitude of 10 001 ~ £ 
travel more than 3,800km to drop its deadly bomb load. 


The Russian engineers designed the two scs*.r- 
SU-2R as a light bomber and reconra Gsa'ie 
plane. Although its pilots later fie.', more reca 
missions, the plane was rather wei armed a - : 
could carry up to 600kg of bombs. I" tne beg 
ning of production, it received four M If - ts 
wings, but later the engineers decicea to r^su 
them to two 7,62mm MGs and also changed 
design so that the plane could car'-., s * r 
RS-82 rockets. 

It was only produced for two years, until 1942. Around 500 planes were producer * 
that time. 
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Tanks 


Cromwell MKI 





In 1934, Sir John Carden designed the 
Cromwell MK I in difficult economical times, 
if such, the construction lacked a lot of 
features which would have increased its cost. 

The chassis was a trap for ricochets. Its first 
engine was a normal Rolls Royce engine, the 
same used in cars, which proved much too 
*eak for such a heavy vehicle. Later the engine 
/.as replaced by an AEC engine, which was 
normally used in buses. It also had an additional 
engine, used to start its main engine and charge its battery. 

— "e Mkl was armed with a 94mm howitzer and two Vickers caliber 0.303 MGs, 

~'' : ~g from two smaller turrets below the main turret. The two MG turrets were 
more than unpopular between the gunners who had to use them. 

The Mkl fought in the 1st Armored Division in France and in the 2nd and 7th Armored 
- . 's;on in North Africa. 


Crusader II 

The Crusader was a legend in its home, although 
it was clearly inferior to the German Panzer III 
and IV. The Crusader was part of the British 
"Cruiser-class" and was armed with a 2 pound 
gun which was in 1941 too weak against the new 
German tanks. The Achilles' heel of the Crusader 
was its armor, which was in some places only 
7mm thick. Although its armor was angled, it 
was destroyed in high numbers by enemy ATGs. 

5..: the Crusader II was a sprinter, which was clear to see in the African desert. Thanks 
to its shock absorbers it was able to speed with 65km/h through the desert sand and 
was faster than its manufacturer claimed. The reason was often its crew, which tuned 
the engine - also decreasing the reliability of it. 

The Crusader was also equipped with a MG. But for the MG there was a small turret 
anted on its chassis, which offered more points to penetrate the tank. 

In May of 1941 the 6th Royal Tank Regiment in the Middle East was fitted with 
Crusader II tanks. They took part in the operation "Battleaxe" in the same year. The 
22nd Armored Brigade used the Crusader in the same year in the operation"Crusader // . 
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Matilda II 

The Matilda II was the total opposite to the 
Crusader in terms of armor. In 1940 it could 
withstand any German ATG thanks to its nearly 
78mm thick armor. In some cases even the 88 
wasn't able to penetrate it. On the other hand, 
its 2 pound gun was a threat for all German 
tanks. The mix of armor and gun power made 
it a very lethal tank. It had also a MG to 
engage enemy infantry. The Germans were very 
lucky the tank was produced in small numbers 
and present in only small numbers on the battle in France. 

The Matilda II proved fatal for Italians in North Africa. Great numbers of Ita ! 3- 
exploded under the fire of the Matilda II and weren't able to penetrate the f.'s: za. *' 
their weaker guns. Because of its success in the desert the British called it the ' - — ' 
of the desert". 

This great track record ended when the Germans landed in northern Africa, The 2 
pound became too weak against the new German tanks. It could only destro.. Ge— a- 
tanks from a very close range. But the Matilda had first to come that close w v :s 
two 95HP diesel engines. Unfortunately it was not possible to mount a bigge' g-" - 
its small turret. Production ended in 1943, leaving a total of 2,900 producer. 


Sherman “Firefly” 

The Sherman Tank was the work horse of the - e: 
armored vehicles. In addition to being p acec - 
service with a 75mm anti-tank gun, it was a sc J9ed 
for combat engineer support, as a wrecker a ' : 
ously and even as a mobile rocket launcher I-e :* 
its advantages was that it was produced with mar* 
of casted steel so that it could be assemc ed te 
quickly. The facilities could produce approx mate/ 

...mu in 1 * 1/000 Shermans per month. 

Another advantage was its horizontal, sta: red 
gun. With it, the crew of five able to fire while the tank was driving. Later, the 75mm - 
became too weak against the newer German tanks, like the Panther or Tiger. Bo: the - gr 
numbers of used Shermans compensated it. Often 15 Shermans attacked a single Parve' 

The first versions had the unpleasant habit of catching fire without any enemy contact ~he 
reason was the 425HP gasoline-operated engine from Chrysler. Sometimes even the arrnur - 
tion caught fire, which ended in a disaster. Because of that, Germans gave it the nick-^ane 
"Tommy Kocher" or "Tommy-boiler". 

The Sherman Firefly got its name not because of its habit to catch fire, but rathe' decease 
the British engineers noticed that the Sherman was powerful enough to carry the Br: sr 1“ 
pound gun. This team made a very lethal tank, which could also penetrate the armor c* tre 
German Tiger. 
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M26 Pershing 

_h e .’.'26 Pershing was known as "Tiger 
tamer 7 . It got its nickname because of its 
90mm gun and its up to 110mm thick armor. 

The gun fired a high velocity shell which 
d kill both the Panther and Tiger from 
great distances. This tank entered service 
very sate in WWII, and only 20 had reached 
the European continent in January 1945. 

Only one Pershing was destroyed by a 
German tank. 

A German "Nashorn" was able to surprise a 

D r"5^ing at point-blank range and scored a kill on it at only 250m. 


Churchill VII 

The British Churchill Tank was designed to break 
through enemy fortifications. The requirements for 
its design were the ability to cross 5m wide trench¬ 
es or climb 2m high walls. It should also be able 
to withstand 100mm shells. The result was a 
rather bad combat tank because of its heavy weight 
and therefore slow speed. But it became some kind 
of multi-role tank of the British forces. The 
Churchill was produced with a two pound or a 
76mm howitzer, equipped with a MG, or another 
version without. 

There are numerous version of the Churchill VII. The BEF used it for mine sweeping 
Arties, bridge building, as an anti-air tank, flamer tank and even a version with 26cm 
h: •’* itzer was developed. 

The Churchill VII was of completely new design when compared to its predecessor. 

It not only looked different, it had a turret with a commanding dome, better armor, a 
reinforced chassis, new portholes, better gear and was equipped with a new 75mm anti 
sank gun. 

Its expandability made it between 1943 and 1945 the most famous tank among British 
forces. 
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Recon Vehicle 


Sherman M4A4 

The Sherman Tank was the work horse of the 
Allied armored vehicles. In addition to being 
placed in service with a 75mm anti-tank gun, 
it was also used for combat engineer support, 
as a wrecker, amphibiously and even as a 
mobile rocket launcher. One of its advantages 
was that it was produced with many of casted 
steel so that it could be assembled quite quickly. 

The facilities could produce approximately 
1,000 Shermans per month. 

Another advantage was its horizontally stabilized gun. With it, the crew of five an e :: 
fire while the tank was driving. Later, the 75mm gun became too weak agars: re 
newer German tanks, like the Panther or Tiger. But the high numbers of usee 5"e— 
compensated it. Often 15 Shermans attacked a single Panther. 

The first versions had the unpleasant habit of catching fire without any enerr.. : 

The reason was the 425HP gasoline-operated engine from Chrysler. Sometimes er vn» 
ammunition caught fire, which ended in a disaster. Because of that, Germans ca.e : re 
nick-name "Tommy Kocher" or "Tommy-boiler". 

The Sherman tank was one of the best known tanks in WWII— last but not ees: 
because the USA exported it in many countries all around the world. 


Humber IV 

The Humber was designed as a recor veh : e 
With its large wheels and powerful eng ne : 
had great cross-country abilities. The fret sa.v 
combat in 1941 in the African desert. 

The Humber IV got a 37mm gun, which res- r: 
in it having a crew of three. 

The driver could see backwards through 3 
special designed flap on the rear. 
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ATG 


M36 Slugger 90mm 



The tank killer" M36 was the new king of the 
battlefield and displaced the German 88 in its 
ro e. The goal was to mount a gun on a vehicle 
to nunt down the Tiger and Panther. The chas- 
5 s was taken from a M10, but it needed a 
complete new design for a turret that was able 
to '•old this heavy gun. Because of its powerful 
gun and special ammunition it could destroy 
the Tiger and Panther from a ratherfar dis- 
tance. The crew often used the "shoot and 

scoot" tactic, and many kills were claimed without a single loss of a M36. 
More than 1,400 M36 were used in service between 1944 and 1945. 


Archer (Valentine) 

The Archer was the perfect mobile ATG for 
pulling out. The reason was: Shortly after 1942 
i the British tank engineers noticed that the new 
> 17 pound ATG would make a great addition 

as a tank gun. The company Vickers received the 
contract to mount it on the chassis of the 
Valentine Tank. This chassis was rather narrow, 
and the heavy gun stressed the front too much. 

The engineers simply mounted the gun 
backwards. It was pointing to the rear, while 
the tank drove into the other direction. Because of this the tank was difficult to handle 
:ombat but it was a dangerous opponent when it was protecting troops moving back. 
It's powerful gun was also of good use when the Archer was operating from a well 
::/ered spot. 




6 pound ATG 

The very successful six pound ATG was 
dangerous for most German tanks. The only 
exception was the Tiger. This gun fired a 
special SABOT shell over 9,000m. At 900m 
it could still penetrate 63mm steel. 

The gun was good enough that the USA 
copied it. 


Artillery 


Bishop (Valentine) 

When the Wehrmacht started to use se f- 
propelled guns against the British fomes r 
northern Africa, the British reaction was ; 
to design something equal. British fc'ces 
the chassis of the Valentine tank and mounted a 
25 pound gun on it. It was difficult to move 
gun quickly and the barrel could not m: .e za 
a higher angle. If the crew wanted to fire c**er a 
greater distance, they had to unmount aro carry 
it up a ramp. Because of limited room : : 

not carry much ammunition. It was carried in a trailer. There wasn't enough room *:* 
all crew members in the vehicle, so often one of them had to sit on the engine s r-coc 

The Bishop wasn't very mobile, but that didn't stop it from being successful age rst 
enemy tanks and infantry. The 25 pound shells were a feared weapon. 
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25 Pound (87,6mm) 

The British 25 pound artillery gun was one of 
the most popular guns the allies used in WWII. 
The gun could be loaded with several types of 
ammunition and able to fire AP, H E, smoke 
grenades and shrapnel. The ballistics of it was 
calibrated for 25 pound shells, such that other 
shells had a slightly different line of fire. 

The 25 pound artillery was able to handle even 
difficult terrain, even with its weight of 1.8 tons. 
The impact of the shells was so great that the 25 
pound was also used in the ATG Sexton. 


M7 Priest 


The M7 Priest was a combination of a 105mm 
howitzer and the chassis of the US M3 tank. The 
US army used the M7 Priest mainly as artillery 
at medium range to support attacking infantry. 

It had a crew of seven. 

The M7 Priest was in production from early 
1942 and was demanded highly by British 
troops. They badly needed a replacement for 
their mobile artillery Bishop in northern Africa. 
5,000 were ordered by the British but the USA 
couldn't deliver those numbers. Only 5,500 were 
produced. 


Allied j 
Units f 


BL 5.5-inch 

The British 5 1/2" Artillery was an approved 
.'.eapon in WWII. It was part of the medium 
artillery and was mounted on the Mkll 
chassis. From its 140mm barrel, it was able to 
fire three 36.3kg shells per minute over a dis¬ 
tance of 16,400m. It could also fire smoke and 
flare grenades. 
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AA 



M16 Multiple Gun Motor Carriage 

Confronted with the dangerous threat c* re 
Luftwaffe, the allies needed vehicles irat ..a-t *sr* 
mobile and also able to fight against a - =tta:«a 
For that purpose the engineers moun;az -: _' 5*C«c m 
MGs on top of a fast half track, able t: ;: tr ss- 
country. The MGs could turn a full 3d re * *r 
nearly 500 rounds per minute. The turret «as shb 
able to turn with the high speed of bZ ' sec:rc 
A safety catch avoided firing from be- -t: me 
driving cab. 



Bofors 40mm 1760 


The Bofors 40mm L/60 was one of the most 
successful anti-air guns of WWII. It was used 
as mobile AAA on ground as well as on ships. 
From its 40mm barrel the L/60 fired between 
100 and 150 rounds per minute. 

The -Bofors L/60 was even used later by 
the Hungarians in the BF 210heavy fighter. 


Trucks 







Command Car was usecJ 
nunc radio station to maintain cor tar. 

I forces at the frontline. 


ke the Jeep, the WC57 was great fc - rc 
duties. Because of its 4-wheel-drl.e t : 
climb up inclines as steep as 60 : a": .vas ' 
powerful than the Jeep with its 76-P r: 

To help other vehicles in difficult terra - me 
engineers equipped it with a winch. It nsi -as*-] 
powerful enough to puli the WC5". 


Between 1942 and 1944, Dodge ct 'Et .. :tr: 


6,010 WC57s. 




























_ 1 the most famous military car the allied used, 

j >, It was capable to find its way through worst 

wheeled drive and water cooled 54HP engine, 

j shallow waters and had no problem in the desert 
' * or in the jungle. On road it could travel with up 

to 105km/h and was produced in high numbers 
because of its easy to build chassis. 

Wore than 600,000 were produced and all allied nations used it. 

In service the Jeep was used as transport, officer's car and served in numerous combat 
~ ssions. It was sometimes equipped with a pivot MG, additional fuel tank and armor. 
It s interesting that the fuel consumption was low; it only needed around 12 liters on 
"tad and off road it greater. 


Bedford QL 


Bedford QL was the British counterpart 
to the Opel Blitz and was used for many 
different tasks - as weapon platform, ammuni- 
t on transport, normal truck, puller or gasoline 
transport It was placed into service across the 
world because of the numerous tasks it could 
perform. With 52,000 built, it was the most 
c'cauced three ton truck the British forces 
used in WWII. It also had great off road 
5 c : ties due to its 4-wheel-drive. 


Support 


M2A1 Half Track 


lljj The M2A1 Halftrack was a great tower for the 

US Army. It could carry the driver and a com- 
I mander, as well as up to seven passengers 

| between difficult terrain because of its tracks. 

- Above the passenger's seat, a M2 .50cal MG 

- j was mounted which had enough firepower to be 

j a serious threat for most light armored enemies. 
| The M2A1 was also able to carry ten grenades 

Because of its powerful engines the transport was able to race 75km/h cross-country. 

It was armored with 12mm steel. It could also tow artillery guns. 



Ammo 


Tactical Bomber 

Hawker Typhoon 


After some throwbacks and wrong decisions 
in the evolution of the fighter/bomber Typhoon, 
in 1942, Gloster was able to deliver the first 
planes to the Royal Air Force. It should have 
been able to fight even the fastest 
fighter/bombers the Luftwaffe had. 

For air-to-air combat the 664km/h fast Typhoon 
was equipped with four 20mm Hispanio can¬ 
nons. It also carried eight rocket launchers. 

Alternatively it could carry two 500 lbs. bombs. 

The Typhoon was a shock for the Luftwaffe. In 1943, one year after it entered ser. : 
it was no match against other fighter/bombers. In the summer of 1944, hundreds :* 
Typhoons fired millions of rounds, thousands of rockets and hundreds of bombs bet - 
the lines of German forces at Falaise. In this battle alone, the Typhoons des:-:..s: - 
than 175 German tanks. 


Bedford QL 

The Bedford QL was the British counterpart * 
the Opel Blitz and was used for mar. c “Ve 
tasks - as weapon platform, ammun : r 
transports, normal truck, towing veh ; e :- 
gasoline transport. Because of the mar., t=s« 
it could fulfill it was used all over the ' : 
With 52,000 built, it was the most prod-tec 
three ton truck used by British forces - A 
Because of its 4-wheel-drive it also had g^at 
off-road abilities. 
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Level Bomber 


B-25 

Beside the B-27, the B-25 Mitchell was one of 
the heaviest armed medium bombers in WWII. 
The version B25-J was equipped with eighteen 
MGs which were worth provided more than 
adequate defense. Not every version was fitted 
with so many MGs- the common configuration 
supported a crew of six men; the pilot, co-pilot, 
navigator (who was also bombardier and gunner), 
the engineer (who also was gunner), the radio 
operator (also gunner) and the rear gunner. 

The B-25 was powered by twin 1,700 HP radial 
r-sines and had a range of 2,200km. It could carry several sets of bombs; three 
l,000ibs bombs or two l,600lbs. Some were fitted to drop air mines. The US air force 
used the B-25 in Europe as well as the Pacific theater. 



Recon Plane 


Mosquito 



When the first Mosquito flew on the 25th of 
November, 1940, the plane had to be protected 
from its own anti-air guns. To make clear that 
t wasn't a German plane, the first Mosquito 
.•.as painted in bright yellow. The AAA didn't 
* re on that plane, and since then, the career of 
a great plane began. 

To make the plane as light as possible, very 
fast and cheap, it was constructed mostly from 
wood. This austerity paid itself off. Although 
the Mosquito wasn't faster than the Spitfire, it did manage to reach a top speed of 
630km/h and was therefore one of the fastest bombers of its time. 

The light construction, high speed and long range were the perfect condition for long 
range recon duties above enemy territory. Its first recon flight was made September 
17th, 1941 over France. For that purpose the plane was fitted with stronger engines, 
cecause of that the speed and range increased again. This version could travel at 
710km/h and was faster than many fighters of the Luftwaffe. 

But the Mosquito was not only a recon plane. It was also used a long-range bomber, 

‘ ghter/bomber, night fighter, torpedo bomber, submarine hunter and minelayer. Some 
.ersions were also heavily armed with 20mm cannons and 0,303caf MGs. 



Horsa 


Transporter 


Paratroopers' biggest problem is that tr*=y a be¬ 
spread out over a large area after they *e 
entered a combat zone. To avoid tha: the 
as well as the Luftwaffe, the pa rag: me' a as 
designed as a new transport craft. th that 
kind of plane it was for the first time pcss&ie te 
bring paratroopers very precisely to the ' 

But this was not the only advantage of tre 
paraglider; it could glide silently ove" a :-~c 
distance. The Horsa glider had a wingspan of 27m and could carry a weigh: :* 5 1 mrs. 
Twenty-five fully equipped solders got room in its hull. 

One of the Horsas.most famous mission was completed in June 1944 when : m. 
attacked the "Pegasus Bridge". This was the first attack in operation "Ove" : m . 


C 47 

The famous Douglas C 47-A Dakota was the 
military version of the DC 3. Some of them 
remain in service today. 

Empty, its weight was 7.7 tons and it could 
carry a weight of four tons. It was one of the 
most important transport planes in the US air 
force. It could travel 2,415km at 300km/h 
using a cruising altitude of 3,050m powered 
by twin Pratt & Whitney engine with both 
1,200H P. 



















Other Nations 


7TP (Poland) 

ijs 17 mm a rmor was somewliat weak Jt was 

achieved by equipping one of its turrets with 
a 37mm anti-tank cannon that was capable of 
ce-etrating the German tank's hulls. The technical capabilities of their equipment 
didn t help the Poles much though, as they only had 150 7TPs. The three man crews 
were practically overrun by the German troops. 

a: turrets protruded from the chassis of the 7TP in the earlier versions equipped with 
— MG each. Later the Poles discarded one of the MGs in favor of the 37mm anti-tank 
cannon. Weighing in at nine tons, the diesel engine managed to accelerate the 7TP to 
3 7 km/h. 

vVehrmacht used captured 7TPs for local police service in occupied Poland and 
as tractors. 


Renault R-35 (France) 

Basically, with the R-35 the French had one | 

of the most advanced tanks of its time. They I 

chose however to equip it only with a 37mm 

cannon constructed during WWI. Unfortunately, jj 

_t -as entirely undermanned with a crew of two. BCCrf fc y ' % 

■ here was only the driver and a second man 

acting truly as general dogs boy. He had to V 

radio, reload, target, shoot and guide the driver. ’ 

On top of this, the French tank tactics were ... _ _ 

seriously flawed, leading to the doom of the 
~-35s. Instead of approaching the enemy in 
groups, only individual attacks were commanded. 

th a weight of eleven tons, the R-35's 85hp engine was capable of achieving a ru 
n ng speed of 20km/h. Its 40mm armor was sufficient during the early war, but the 
-sufficient crew size and the French battle tactics lead to its failure. 



SP Artillery 


Artillery 


75mm WZ 1897 (Poland) 


Zrinyi 

The Hungarians built an assault cannon with 
a 105mm howitzer on the chassis of the Turan. 

The Zrinyi's crew of four used their moving 
cannon primarily during house-to-house fight¬ 
ing and against enemy infantry. The tactic 
advantage in house-to-house fighting was 
evident, as whole buildings could be pulverized 
with few shots. 

Between 1943 and 1944, the Hungarian 
engineers built 60 of these moveable howitzers. The chassis was prope eo c.. 
Weisz V8 engine, achieving top speeds of 40km/h. 


The 75mm WZ 1897 artillery gun ace ; -a | 
developed by the French and was the bac«-coo® a 
the French artillery in WWI. As this ca-«as 
known as reliable, the Poles used it to ' : : i~e 
advance of the German Wehrmacht in 1959 

The Germans used captured guns of this r*oe 
to arm the Atlantic wall. Several huncrec ..t-e 
used under the name 75mm PAK 97 5 5 as art.- 
tank cannons, to counteract the threat poses oy 
Russian tanks. 


ATG 


75mm L.36.3 Field Gun (France) 


The French soldiers were able to shoot up to 
; twenty projectiles weighing 5.3 kg each into 
the enemy lines with their L.36.3 field gun, 
bridging a distance of up to 4,500 meters. 

The roughly three meter long cannon was easy 
to use. Trained shooters were able to ready it 
within a few minutes. 




















r Eations 
Units 


Truck 


pmm mi 



Polski Fiat 621 

The 2.5 ton Polski Fiat 621 was a tracked 
vehicle that could operate in heavy terrain and 
transport soldiers and field guns to the front 
Six fully equipped infantry soldiers found space 
on its load floor and the engine was strong 
enough to drag two cannons simultaneously. 
Even muddy grounds and shallow waters 
presented few obstacles due to the Fiat's high 
ground clearance. 


Plane 


Pzl-pllc (Poland) 

When the German Wehrmacht invaded Poland, 
twelve squadrons of PI Is entered the battle against 
the seemingly superior enemy. Although the Polish 
pilots fought under chaotic conditions, they managed 
to shoot down 126 planes of the Luftwaffe- if at a 
high cost, as 114 of their own pilots found death in 
their destroyed PI Is. 

The advantage of the one-seater Pll was its excel¬ 
lent maneuverability, which it owed to its unusual 
wing construction, its fin and its Polish developed Mercury IVS engine. Even as the pilots in 
foeir Plls were at a disadvantage against the German Mel09s, they still were able to award 
::zsiderable damage to the enemy due to daring flight maneuvers. The Pll's 500hp Mercury 
accelerated the plane to a top speed of 390km/h, climbing at 800 meter per minute 
:c a ceiling of eleven kilometers. In addition to two caliber 31 MGs the Pll was able to carry 
two 12.25 kg bombs. 
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PHASE ONE 

END-USER LICENSE AGREEMENT 


YOU SHOULD CAREFULLY READ THE FOL- 
LOWING LICENSE AGREEMENT BEFORE 
INSTALLING THIS SOFTWARE PROGRAM. 

With the use/installation of the CD you agree to 
the following license agreement: 

This License Agreement is a legal binding 
contract between you and CDV Software 
Entertainment USA for the above mentioned 
software product, consisting of the computer 
software and possible relevant media, printing 
material and electronic operating instructions 
(the ' software product"). By installing the soft¬ 
ware product, copying it or using it in any other 
way, you admit to the conditions of this License 
-g^eement unlimited. Should you not agree to 
the conditions of this License Agreement, do not 
install this software product, but hand it back to 
the person you received it from, in return for 
refund of the license fee within 30 days. 

SOFTWARE PRODUCT LICENSE 

T nis software product is copyrighted (by national 
’3w and international contracts). This software 
product has not been sold to you, but is only 
licensed to you. 

LICENSE WARRANTY. 

This License Agreement warrants you a license 
with the following rights: Use of the delivered 
software. This software product must only be 
used by you. You are allowed to install this soft¬ 
ware product and use it on one computer only. 

DESCRIPTION OF FURTHER RIGHTS AND 
RESTRICTIONS. 

Restrictions concerning Reverse Engineering, 
Decompilation and Disassembling. 

You are not allowed to change the software 
product, subject it to a Reverse Engineering, 
decompiiize, or disassemble it. The software 
product is licensed in a whole. Its parts must 
not be separated, to use them on more than one 
computer. 

Hiring out. 

You must never lease, rent or lend the software 
product to anybody. 

Software negotiation 

You are allowed to negotiate all rights you are 
entitled to under this License Agreement com¬ 
pletely and durable, as far as you 

(a) do not retain any copies (of the whole soft 


ware product or single parts of it), 

(b) negotiate the whole software product 
(including all covering material (in media- or 
form), upgrades, and the License Agreement 
durable and completely to the consignee. 

Responsibilities/ Restrictions. 

THE SOFTWARE PRODUCT CONTAINS A 
LEVEL/ WORLD EDITOR THAT ALLOWS 
YOU TO CREATE CUSTOM LEVELS OR 
OTHER MATERIALS FOR YOUR PERSON¬ 
AL USE IN CONNECTION WITH THE 
SOFTWARE PRODUCT ("NEW MATERI¬ 
ALS"). YOU ARE NOT BE ENTITLED TO 
USE OR ALLOW THIRD PARTIES TO USE 
THE LEVEL/ WORLD EDITOR AND THE 
NEW MATERIALS CREATED THEREBY 
FOR COMMERCIAL PURPOSES INCLUD¬ 
ING, BUT NOT LIMITED TO, DITRIBUTION 
OF NEW MATERIALS ON A STAND 
ALONE BASIS OR PACKAGED WITH 
OTHER SOFTWARE OR HARDWARE 
THROUGH ANY AND ALL DISTRIBUTION 
CHANNELS, INCLUDING, BUT NOT LIM¬ 
ITED TO, RETAIL SALES AND ON-LINE 
ELECTRONIC DISTRIBUTION WITHOUT 
THE EXPRESS WRITTEN CONSENT OF 
CDV SOFTWARE ENTERTAINMENT USA. 
YOU ARE EXPRESSLY PROHIBITED 
FROM SELLING OR OTHERWISE PROFIT¬ 
ING FROM ANY LEVELS, ADD-ON PACKS, 
SEQUELS OR OTHER ITEMS BASED 
UPON OR RELATED TO THE SOFTWARE 
PRODUCT WITHOUT THE EXPRESS 
WRITTEN CONSENT OF CDV SOFTWARE 
ENTERTAINMENT USA. 


(1) The software product (inclusive all illustra¬ 
tions, photos, animation sequences, video, 
audio-, music- and text parts, which were 
embedded in the software product), as well 
as all the connected trade-mark and rights 
of usufruct, the covering, printed materials 
and all copies of the software products are 
property of CDV Software Entertainment USA 
or a connected enterprise. 

(2) The software product is protected copy- j 
right and trade-mark-legal by national law, | 
international law and international contract 
stipulations. 

(3) With regards to archives purposes, you 
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must handle the software product like any 
other by copyright protected work, and you 
must not make copies of the printed materials 
which are covering the software product. 

(4) You must not remove, modify or change the 
hints about copyrights and trade-marks from 
the software product. This particularly regards 
to hints on the packing and the data media, in 
hints which are published on the web site or 
which are accessible by internet, or others 
which are included in the software product or 
are created from this. 

LIMITED WARRANTY. 

Limited warranty 

CDV Software Entertainment USA warrants, 
that the software product essentially works in 
agreement with the written records being 
supplied with the software product from CDV 
Software Entertainment USA . This warranty 
covers 90 days, beginning with the date stated 
on the receipt 

Legal remedy of the customers. 

The responsibility of CDV Software 
Entertainment USA and their suppliers as well 
as their excluding guarantee claims limit to- by 
choice of CDV Software Entertainment USA - 

(a) the payback of the license fee you paid, as 
far as those was paid and do not overstep the 
recommended retail price, or 

(b) repair or replacement of the part, or the 
parts of the software product, which efficiency 
CDV Software Entertainment USA must 
guarantee for, as far as the software product is 
given back to CDV Software Entertainment 
USA , including a copy of your receipt. This 
limited warranty is not valid, if the defect is 
based on an accident or misused or faulty han¬ 
dling. For each replaced software product, the 
guarantee for a period of 30 days, or, as far as 
it causes a longer period of warranty, is taken 
over from the first guarantee period CDV 
Software Entertainment USA yields this guar¬ 
antee steps and product services only, when it 
is proved, that the software product was 
obtained legally. 

No further warranties. 

CDV Software Entertainment USA and their 
suppliers exclude, as far as this is permitted by 
practicable law, any further warranty, as well 


as the liability for occurring or failure of 
explicit or tacitly agreed condfctM re . 1 
includes especially the conclude.' 
ranty for marketable quaff. -V tre sisaai 
for a special aim, for property, f: r 
lation, concerning the software p".: 
stipulation, which assigns series adWtl 
respective for short;:- -: 
service activities. 

LIMITED LIABILITY. 

(1) As far as this is permitted b* 
law, CDV Software Entertainme' 

their suppliers are not liable for sascsA A 
ages being based on ac; der :l : - -eai 
damages, just as little as fc- ary Ftmim 
damages, especially for corrcenssban far 
loss of business takings, for tne - 
business operation, for the loss of Ham 
information or any other Franca, tarac 
arising from the use or ar ^~ocss : cy t 
use of the software product, or frc 
an tee or absta^e: . v 
ties. This even applies, if CD. S zfm 
Entertainment USA was draw - 
bility of such damages. 

(2) In any case, CDV Software E 
USA 's entire liability will be, by ' 
this License Agreement, limited:: 

you actually paid for the schY.are crad 
All this restrictions are not .a - I 2 
Software Entertainment USA 
damage willfully. 

FINAL RESTRICTIONS. 

(1) Should restrictions of this ccrtract lei 
legally binding in whole or in part, snarer i 
practicable, and/or loose their eca force a 
the validity of the remain-; -estrctans rf 
contracts shall not be :: 

applies, if it should be proved, fe 
includes a settlement gap. 

(2) Instead of the ineffect e 
cable restriction or for filling the 

quate settlement shall be va o as 

as legally possible, approac-e; res: to 
intended settlement 
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